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COMPUTER AIR COMBAT 


SCENARIO DISK I 


The following historical or quasi-historical 
scenarios are offered for those who have 
exhausted the basic scenarios and are tired of 
throwing randomly selected aircraft into battle. 
Most scenarios employ aircraft from the original 
Computer Air Combat game but scenarios #3 
and #5 will require ownership of the New 
Planes Data Disk. 





While many of these scenarios were designed for two players, games #2, #4 and #8 are more 
suitable for solitaire play. The scenarios are not intended to be perfectly balanced rather they 
are presented in the hope that they will be interesting to players. 


Computer Air Combat does not impose a time limit as a game end condition but all scenarios are 
designed to be twenty turns long. For both solitaire and two player games, victory points 
should be calculated based on aircraft kills and damage at the end of turn twenty. The player 
with the highest number of victory points is the winner. 


Victory Point Calculations 


e For each fighter destroyed, score 15 points. 

e For each bomber destroyed, score 25 points. 

e For each aircraft damaged, score points for every component hit as follows: 
o Hit: 1 point 
o Major: 2 points 
o Critical: 3 points 


Note: For making these victory point calculations there is an undocumented feature in Computer 
Air Combat that will allow you to check the status of enemy aircraft. Simply check ST)atus and 
enter plane ID’s greater than the number of your own planes. E.g. if you started the game with 
three planes, then details of enemy plane #1 can be observed by checking the status of aircraft 
#4, and so on. 





These scenarios were originally published in The General magazine, Vol. 18 #2. They were 
written for Avalon Hill’s Air Force / Dauntless game. SSI’s Computer Air Combat game draws 
heavily on the design of Air Force / Dauntless which makes it fairly easy to adapt then for the 
computer. A few of the scenarios, especially #4, do not convert easily and are only included as 
experimental efforts for the sake of completeness. 





SCENARIO #1 — MEETING OVER METZ 


March, 1940. Dogfight Scenario. 


This scenario depicts the first combat between the Hawker Hurricane and the Messerschmitt Bf- 
109. On March 29, 1940, three Hurricanes of No. 1 Squadron encountered two ME-109’s of JG 
53 near Metz. Flying Officer Ritchey scored the only kill, downing one German. These two 
aircraft would meet many more times before the issue was decided. 


SCENARIOS ON THE DISK 

Sl - Two Player (Hit Enter for Passwords) 
S1A —- Solo British 

S1B - Solo German 





BRITISH (GB) 









































3 x Hurricane I (Normal Pilots, No Load) 

#1: X -2.9 Y 10.4 Hdg: SE Att: LV Spd: 260 Alt: 12 
#2: X -3.3 Y 10.9 Hdg: SE Att: LV Spd: 260 Alt: 12 
#3: X -3.7 Y 9.6 Hdg: SE Att: LV Spd: 260 Alt: 12 











GERMAN (GE) 

2 x ME-109E (Normal Pilots, No Load) 
#1: X 3.0 Y 4.4 Hdg: N Att: LV Spd: 230 Alt: 12 
#2: X 3.6 Y 4.4 Hdg: N Att: LV Spd: 230 Alt: 12 



































SCENARIO #2 -— THE BATTLE OF BRITAIN 
August, 1940. Daylight Bomber Intercept Scenario. 


Before being shot down on January 28, 1942, outside Boulogne, Dick Tuck, D.S.O., D.F.C., 
tallied 30 kills officially, 36 by his own count. He survived German POW camps until January 
1945 when he escaped to Russia, then escaped from the Russians to the British Embassy in 
Moscow. 


In August 1940 a section of 92 Squadron led by Tuck intercepted three Ju-88’s eight miles north 
of Cardiff. Although one Spitfire was quickly put out of action by a bullet in the radiator, the 
remaining three destroyed the invaders, Tuck personally flaming two. 


SCENARIOS ON THE DISK 

S2 - Two Player (Hit Enter for Passwords) 
S2A —- Solo British 

S2B - Solo German 





BRITISH (GB) 






























































4 x Spitfire I (Normal Pilots, No Load) 

#1: X 8.6 Y 3.2 Hdg: E Att: LV Spd: 270 Alt: 14 

#2: X 8.6 Y 3.9 Hdg: E Att: LV Spd: 270 Alt: 14 

#3: X 8.6 Y 4.6 Hdg: E Att: LV Spd: 270 Alt: 14 

#4: X 8.6 Y 5.3 Hdg: EF Att: LV Spd: 270 Alt: 14 

GERMAN (GE) 

3 x Ju-88A (Normal Pilots, Loaded) 

#1: X 20.4 Y 6.2 Hdg: W Att: LV Spd: 220 Alt: 15 
#2: X 20.9 Y 6.7 Hdg: W Att: LV Spd: 220 Alt: 15 
#3: X 20.9 Y 5.7 Hdg: W Att: LV Spd: 220 Alt: 15 






































SCENARIO #3 — THE DEFENSE OF GREECE 
November, 1940. Daylight Bomber Intercept Scenario. 


No one knows how many victories Marmaduke St. John Pattle of the RAF scored during World 
War II. Estimates range from 28 to over 40. 


In 1940 Pattle was a member of 80 Squadron stationed at Sidi Barrani, Libya. In November the 
squadron was sent to Paramythia in northwest Greece near the Albanian frontier to oppose the 
Italian invasion of Greece. This hypothetical scenario depicts a typical encounter between 80 
Squadron and an Italian bombing mission. 


Note: To play this scenario the game must be booted from the New Planes Data Disk. 


SCENARIOS ON THE DISK 

$3 - Two Player (Hit Enter for Passwords) 
S3A —- Solo British 

S3B —- Solo German 





BRITISH (FI) 
3 x Gladiators (Normal Pilots, No Load) 
































#1: X 3.4 Y 5.2 Hdg: E Att: LV Spd: 280 Alt: 
#2: X 3.4 Y 5.9 Hdg: E Att: LV Spd: 280 Alt: 
#3: X 3.4 Y 6.6 Hdg: E Att: LV Spd: 280 Alt: 




















ITALIAN (IT) 

2 Xx CR-42 (Normal Pilots, No Load) 

#1: X 15.7 Y 6.9 Hdg: SW Att: LV Spd: 270 Alt: 12.5 
#2: X 14.4 Y 6.2 Hdg: SW Att: LV Spd: 270 Alt: 12.5 












































1 x SM-79 (Normal Pilots, Loaded) 





for KR 14.0 ¥ 5.0 Hag: W- Att? LV Spd: 220 Alt: 12.5 





SCENARIO #4 — ATTACK ON TARANTO 
November, 1940. Daylight Bomber Intercept Scenario. 


On November 11, 1940, 21 Swordfish from the carrier I//ustrious struck a telling blow to the 
Italian fleet anchored at Taranto. The first wave, commanded by Lieutenant Commander 
Williamson, consisted of six Swordfish with torpedoes and six with bombs and flares. While the 
bombers made a diversionary attack on shore installations and smaller ships, torpedoes struck 
the battleships Conte di Cavour and Littorio. The second wave hit Littorio again and Caio Duilio. 
As a result of this attack, Conte di Cavour was put out of action for the war’s duration and 
Littorio and Caio Duilio were disabled for six months. 


Of the 21 attacking aircraft, only two were shot down with the loss of only one crew member. 
Less than 13 months later, the Japanese naval air arm would again demonstrate the 
vulnerability of a fleet at anchor. 


Note: The game included on the disk is a highly experimental adaptation of this historical 
scenario for Computer Air Combat. Beaufighters, which were used in similar raids against 
German ships at Skaggerak, have been substituted for the Swordfish. The Italian fleet and its 
anti-aircraft capability is represented by various parked Bombers. 





To ensure that the ersatz Italian fleet doesn’t take to the skies, this solo scenario must be 
played as a two player game where the Italian turn is conducted simply as follows: 


e Movement - To keep the fleet anchored, enter ‘0’ as Power rating for all craft each turn. 
e Combat - Always select ‘Y’ to fire on the first available target. 


SCENARIOS ON THE DISK 
S4 - Two Player (Hit Enter for Passwords) 


BRITISH (GB) 


6 x Beaufighters (Normal Pilots, No Load) 



























































( 
#1: X -4.0 Y 2.0 Hdg: E Att: LV Spd: 280 Alt .0 
#2: X -4.0 Y 2.5 Hdg: E Att: LV Spd: 280 Alt .0 
#3: X -4.8 Y 2.3 Hdg: E Att: LV Spd: 280 Alt 2.3 
#4: X -4.8 Y 2.8 Hdg: E Att: LV Spd: 280 Alt o3 
#5: X -5.6 Y 2.6 Hdg: E Att: LV Spd: 280 Alt .6 
#6: X -5.6 Y 3.1 Hdg: E Att: LV Spd: 280 Alt .6 








ITALIAN (US) 


4 x B-29 Superfortress (Inexperienced Pilots, Loaded) 






































#1: X 11.0 Y 4.0 Hdg: SW Att: LV Spd: O Alt: O (BB-1 Caio Duilio) 

#2: X 13.0 Y -7.0 Hdg: S Att: LV Spd: 0 Alt: O (BB-1 Andrea Doria) 
#3: X 13.0 Y 1.0 Hdg: SW Att: LV Spd: O Alt: O (BB-1 Guilio Cesare) 
#4: X 5.0 Y -9.0 Hdg: N Att: LV Spd: O Alt: O (BB-1 Conte di Cavour) 

















2 x B-17G Flying Fortress (Inexperienced Pilots, Loaded) 
#5: X 9.0 Y 1.0 Hdg: SW Att: LV Spd: O Alt: O (BB-2 Littorio) 
#6: X 9.0 Y -4.0 Hdg: SW Att: LV Spd: 0 Alt: O (BB-2 Vittorio Veneto) 








3 x B-25J Mitchell (Inexperienced Pilots, Loaded) 

#7: X 7.0 Y 9.0 Hdg: S Att: LV Spd: 0 Alt: O (CA-2 Zara) 
#8: X 1.0 Y 7.0 Hdg: SW Att: LV Spd: 0 Alt: O (CA-2 Fiume) 
#9: X 4.0 Y 7.0 Hdg: S Att: LV Spd: 0 Alt: O (CA-2 Gorizia) 








CA-2 Fiume CA-2Gorizia 


bY -_ 


BE-1 Caro Duilio 


BB-2Littorio 88-1 Gunio Cesare 


% 


BB-2 Vittorio Veneto 


< 


BB-1 Andrea Doria 


88-1 Conte di Covour 





SCENARIO #5 — THE BATTLE OF MIDWAY 
June, 1942. Daylight Bomber Intercept Scenario. 


Accounts of the Battle of Midway rightly dwell on the successes of American carrier-based 
aircraft, but to a large extent these successes were made possible by Marine Air Group 22 based 
on Eastern Island, the smaller of the two islands comprising Midway. Equipped with seven F4F’s, 
19 SBD’s, 21 F2A’s and 17 Vindicators, Air Group 22 was ordered by Nimitz not only to defend 
its airstrip but to attack the Japanese carriers. 


On June 4, 1942, 12 fighters of A.G. 22 intercepted 13 Japanese carrier-based bombers west of 
Midway but were bounced by escorting Zeros, suffering the loss of nine fighters with two more 
badly damaged. 


Despite these losses, the tenacious defense of Midway convinced the Japanese that a second 
strike was necessary. This in turn led to the now-famous indecision by the Japanese which 
allowed U.S. naval dive bombers to catch their Japanese counterparts on the deck. The rest, as 
they say, is history. 


Note: To play this scenario the game must be booted from the New Planes Data Disk. 
SCENARIOS ON THE DISK 


$5 - Two Player (Hit Enter for Passwords) 
S5A — Solo American 





S5B —- Solo Japanese 


AMERICAN (US/FI) 
1 x F4F Wildcat (Normal Pilot, No Load) 
#1: X 11.3 Y 1.2 Hdg: NW Att: LV Spd: 250 Alt: 3.5 





3 x F2A Buffaloes (Normal Pilots, No Load) 

















#2: X -2.4 Y 9.2 Hdg: SE Att: LV Spd: 260 Alt: 3.5 
#ot. & =2.4 Y 9:8 Hag: SE Att: LV Spd: Zev Altes 3.5 
#4: X -3.0 Y 9.2 Hdg: SE Att: LV Spd: 260 Alt: 3.5 











JAPANESE (JA) 




































































2 x AOM2 Zero (Normal Pilots, No Load) 

#1: X 19.4 Y 10.2 Hdg: W Att: LV Spd: 300 Alt: 4.0 
#2: X 20.2 Y 9.4 Hdg: W Att: LV Spd: 300 Alt: 4.0 
3 x D3A Val (Normal Pilots, Loaded) 

#3: X 4.0 Y 4.0 Hdg: N Att: LV Spd: 220 Alt: 3.0 
#4: X 3.6 Y 3.4 Hdg: N Att: LV Spd: 220 Alt: 3.0 
#5: X 4.4 Y 3.4 Hdg: N Att: LV Spd: 220 Alt: 3.0 





